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You, And Me, 
And GLaDOS 
Makes Three 


Co-op coming to Portal 2 was a given — primarily 
because the bulk of Portal fans already acted as if 
the functionality was native. Friends, siblings and 
significant others often sat together on the couch, 
pointing and placing portals until they mutually solved 
a puzzle. 

“When we shipped Portal 1, it was really common 
to hear that people already played co-op,” Johnson 
reveals. “It was really interesting. It was the most 
common girlfriend game and it also wasn’t unusual 
for mums to watch their kids play. So it made sense 
for us to put a controller in that other person’s hands.” 

Cooperative gameplay is undisputedly the most 
significant addition to Portal 2, and is being imple- 
mented through a separate, full-length co-op 
campaign. Fitting logically within the single player 
narrative of Portal 2, players can choose which story 
to tackle first. 

Since Chell has a deficiency of human companions, 
she isn’t the star of the co-op campaign. Instead, 
Valve created two new characters — bipedal robots 
modified from a personality core and a turret — to 
star in the complementary mode. We know very little 
about these characters, though Valve is considering 
making one masculine and the other feminine. They 
also like to hold hands. But don’t go writing fanfics 
yet — the gesture is a sign of innocence more than an 
indication of romance. 

Each co-op player has his or her own portal gun 
and the capacity to transport through their com- 
panion’s portals as well as their own. Doubling the 
number of passageways, however, doesn’t neces- 
sarily make besting chambers a breeze. While Valve 
wants to ensure that the single player campaign tests 


your brain over reflexes, they feel a bit more comfort- 
able pushing players in co-op. 

“When you are playing single player and get frus- 
trated, we consider that a failure,” proclaims Josh 
Weier, project leader and programmer on Portal 2. 
“We don’t want you to hit that point. But in co-op it’s 
really easy to bounce ideas off each other, so compli- 
cated ends up being more fun.” 

Both brains and sets of thumbs will be needed to 
best what GLaDOS throws your way. Communication 
will be key, and Valve has implemented several handy 
features to help. Splitscreen will be available, with a 
picture-in-picture option catering to remote play. To 
augment voice communication, Valve is working on a 
system of contextual commands that will allow you to 
place icons throughout the environment, instructing 
your partner to shoot a portal here or look over there. 

While the single-player and cooperative campaigns 
share the same puzzle elements, things get hairy 
quickly when we try out the co-op. Early rooms 


Valve prefers silent protago- 
nists not only so you can better 
fill their shoes, but so you can 
concentrate, too. Both Chell 
and the co-op bots will remain 
quiet, giving you the perfect 
environment to evaluate a test 
chamber or strategise with 
your co-op partner 


train us to think with two sets of portals, tasking us 
with reorienting a laser towards a row of successive 
concrete slabs with a provided cube. Next, all four 
portals are needed to clear a pathway from the laser 
to the receptacle at the other end of the room, which 
subsequently opens the exit. Easy enough. 

In the next room, things get complicated. The 
chamber divides the players from the start. While 
one player uses a redirection cube to guide a laser to 
multiple receptacles scattered about the room, each 
lifting a particular hazard out of the way, the other 
player must traverse the dangerous obstacle course. 
Many of these hazards, such as a massive concrete 
block adorned with spikes, begin to fall once the laser 
stops fuelling the corresponding receptacle, requiring 
precise actions by players in order to progress. After 
completing each level, GLaDOS commends you in 
her own way: goading each of you into thinking the 
other player is dead weight. GLaDOS doesn't feel any 
particular kinship with these robots, to be sure. 


continued on page 50 


Bridging The Gap 


The last chamber we had a chance to test is a doozey. Allotted 30 seconds to press four buttons at various 
heights in a chamber, we are forced to divide and conquer. Once the requirement is met, a weighted storage 
ball releases, which then needs to be escorted to a ledge high above the chamber floor. An aerial faith plate 1. Player 1 secures the ball. Player 2 fires a blue portal at the projected 
is found flush to the floor and a projected bridge is tucked away in a recessed alcove. We notice the bridge bridge occupying the recessed alcove. 
can be reoriented to allow a player to walk safely across to the awaiting bucket. Problem is, a fizzler field (the 2.P 
luminous field at the end of a level that eliminates cubes, ball and portals) blankets a recessed section of the 
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threshold is crossed, the ball disappears. 

To help illustrate the solution, we’ve whipped up a completely unofficial diagram. This isn’t aimed to be an 
exact replica of the room, rather an abstract interpretation to help to clarify the basic concepts of the puzzle. 


ayer 1 launches into the air via the aerial faith plate. Player 2 quickly 
res the orange portal immediately below the fizzler field, preventing 
player 1 from crossing the threshold and losing custody of the ball. 
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3. Player 1 begins to descend. Player 2 swiftly redirects the bridge by 
placing the orange portal below player 1, catching them and providing 
a clear path across the room to the bucket. 


